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Koronis Rift: A Guardian Saucer™ doesn’t like 
the idea of you looting the Ancient treasure. 





A Hulk: Stuffed with Ancient™ technology 
and weapons—can you loot it and not be blasted 
into orbit? 


> First Person Strategy and Adventure 


> Realistic Fractal Graphics—You’re 
Piloting a Surface Rover™ Through the 
Rifts of the Legendary Planet Koronis™ 

> Great Fantasy Adventure— You're a 
Techno-Scavenger Salvaging Hi-Tech 
Weapons from the Ancients”! 


> One Player 


+Graphics from Atari Version of the Game 
Atari Version Requires 48K RAM 


EPYX CODING To help you choose the game that's right 
for you. EPYX games are coded to indicate the degree 
of emphasis on “Action,” "Strategy," or “Learning: These 
symbols will appear on the front of all EPYX packages. 
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KORONIS AIFT 


A Techno-Scavenger’s Dream 


ial] 





Explore the fabled Koronis Rift. On 
a remote backwater planet enveloped 
in deadly radiation, take part in this 
daring raid to claim the Ancients’ 
exotic technologies. As a rough and 
tumble techno-scavenger, you'll con- 
tend against hostile alien guards and 
vanquish them by destroying their 
powerful base. To survive, you must 
seize weapons and shields from aban- 
doned Ancient space hulks. The secrets 
of the Ancients are yours...if you dare. 


KORONIS RIFT was created by the Lucasfilm Games 
Division. Concept, design, and Propreninins by Noah Falstein 
(Project Leader), Aric Wilmunder and Ron Gilbert, with 

aphics by Gary Winnick and James St. Louis, and sound 
Pe Douglas Cr rd. Additional contributions and support 
by David Fox, Loren Carpenter, Chip Morningstar, Steve 
Arnold, Mary Paterno, Chris Werner, Jane Mutony and the 
Epyx staff. Package illustration by Terry Hoff. Special thanks 
to George Lucas. 
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COMPUTER SOFTWARE 


* TM & © 1985 Lucasfilm Ltd. (LFL). All Rights Reserved. 
Epyx, Inc., Authorized User. 
* TM Indicates trademark of Lucasfilm Ltd. 
* ®* Indicates registered trademark of Epyx, Inc. 
* Package Dress: ©1985 Epyx, Inc., Sunnyvale, CA 










































we 


COMPUTER SOFTWARE 


UCASFILM GAMES. _ 





Copyright © 1985 Epyx, Inc. 





Read these 


Epyx. 
KORONIS RIFT. 


HINT CARD 





hints if you're having trouble Setting tothe higher Rifts: 


Remember that not every hulk contains useful modules, and that 
some modules are more useful than others Let P: 
decide which modules to keep. Make sure you alw ‘ays have a good 
generator, shield, power reserve, and laser (in that order of 
importance ). Your last two slots could be drive, radar, or any of 
the other modules you will find Make note of where you find 


good modules in one game, and go directly to them in a later 
game. 


sytek help you 


The longer you take to play the game the tougher the saucers 
become. Keep moving. You can rest in your ship with P. 
not to spend more than about two or three minutes on each level 
and feel free to skip levels if you've never found anything 
particularly useful on them 


sytek. Try 


Don't fire needlessly. If you keep your Power reserve low your 
shield will recharge slowly. Let the reserve c harge up when you 
can. Sometimes the best modules on a level are not in the closest 
hulks. For example, on Rift 3 you will start out with your radar 
pointing forward. There are some useful modules that way, but if 
you turn around and go in the opposite direction you will find a 
better generator and a better shield more quickly. These can let 
you last long enough to safely explore the whole Rift 


SSS ene 
LOOK FOR OTHER LUCASFILM" TITLES 








Available Now At Your Local Epyx Retailer 


™ and © 1985 Lucasfilm Ltd. All Rights Reserved. Epyx, Inc., Authorized User. Lucasfilm Games, 
Koronis Rift, The Eidolon, Ballblazer, Rescue on Fractalus!, and all other elements of the game 
fantasies are trademarks of Lucasfilm Ltd 


Part Number 5540A-63 
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for the Apple®il Home: 
©) ©1985 EPYX. tne., Sunnyvale, 





Copyright © 1985 Epyx, Inc. 
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COMPUTER SOFT WARE 


LUCASFILM GAMES. 


KOriONIS 


for the Apple®Il Home Computers —__ 
© 1985 EPYX, Inc., Sunnyvale, CA 94089. 
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ATARI VERSION SHOWN 


Operation Within the View Window 





The Psytek 7500 Series Science Droid System Analyzer offers the very latest 
in on-board systems for the analysis and dismantling of technology. For 
ease of operation, the Psytek Science Droid requires only the use of a joystick 
for commands. 


Once the Rover has returned to the Scoutcraft, the view window (A) offers a 
closed-circuit image of the activities of the Science Droid. A conveyer belt (B) 
transports individual systems to and from the Scoutcraft storage area. 


To view the inventory of systems in the Scoutcraft storage area, first position 
the cursor in the view window, and then move the joystick left and right. The 
conveyor belt will move systems to and from Scoutcraft storage. 


in order to perform any functions on an individual system (analysis oF i 
dismantling, for example) you must first position the desired system on 


conveyer belt. 


Operation of the Surface Raver Module Area 





le 
coutcraft storage into the Surface Rover modu 


To move any system from S tren move tO the 


area (C), position the desired system on the conveyer belt. 


lling back on the joystick. Positio 
Surface Rover module area by pulling \ veils Ae 


in the desired empty module, and press the button 

system is now part of the Surface Rover's active arsenal. 
outeraft 

To move a system from the Surface Rover module area to oe % pressthe 


storage, position the cursor in the module you wish to move 
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button. The selected system will appear on the conveyer belt. NOTE: if there is 
acurrent system in view, it will automatically move aside. 

To move systems from one position to another within the Surface Rover 
module area, first position the cursor in the selected module. Push the button 
to pick up the selected system. Move it to the desired location by moving the 
joystick left or right. Then push the button again to install the system in its 
new location. 


Operation of Selection Area Functions 





The Psytek Science Droid Analyzer allows you to select from among (four) 
functions within the selection area (D). To enter the selection area, push 
forward on the joystick. To make a selection, position the cursor on the 
desired function and press the button. 


DISMANTLE causes Psytek to dismantle a system and record its function for 
later sale. 


ANAYLSIS instructs the Science Droid to evaluate the power and efficiency of 
a system and display the information in the message area of your Rover (E). 


EXIT SHIP instructs the Rover to return to the surface of the planet for further 
exploration. If you EXIT SHIP you will see a new set of options—"“STAY HERE 
returns you to Psytek; “SAME RIFT” returns you to the spot where you were 
last picked up; “NEXT RIFT” moves you ahead one rift; and “SKIP ONE 
moves you ahead two rifts. 


END TRIP allows you to return to your home planet with the systems that 

you have collected. The selection of END TRIP opens a second level of 
options to SAVE GAME, LOAD GAME (restart a previously saved game) Or — 
END GAME (end game and compute score). Note: selecting SAVE GAME will 


overwrite any previously saved game. A 


